Son of the Dragon

Quest Pack by: Sinhue Baez

Son of the Dragon
New Weapons and Accessories for the Armory
Torch
25 Gold Coins
Pack of 5 lights. Useful in dark places. It takes a free hand to
hold a torch or lantern. Will only illuminate the tile the
holder is on, plus one in front of the Hero and one behind.
Illuminates a 4-space radius in rooms. Any Hero may swing
torches as weapons. The Hero swinging the torch rolls two
attack dice. Each hit, though, reduces the life of the torch by
one turn. A torch lasts for 10 turns. You may not use a shield,
staff, spear or any two-handed weapon when using this
accessory.

Boomerang
125 Gold Coins
This long-range magical weapon gives you 2 Combat Dice.
You may throw it at any monster within your line of sight.
However you cannot throw it at a monster that is adjacent to
you. This weapon always returns to your hands.
Spear
175 Gold Coins
This long, sharp, stone-tipped spear gives you the attack
strength of 2 Combat Dice. Because of its length, the spear
enables you to attack diagonally. A spear can also be thrown
at any monster you can "see" but is lost once it is thrown. You
may not use a shield, staff, torch or lantern when using this
weapon.

Lantern
200 Gold Coins
It takes a free hand to hold a torch or lantern. Will illuminate
the tile the holder is on, plus two in front of the Hero and two
behind. Illuminates entire rooms. A lantern lasts for one
Quest. You may not use a shield, staff, spear or any twohanded weapon when using this accessory.

Leather Armor
500 Gold Coins
This strong leather armor gives you 1 extra Combat Die in
defense. May not be used by the Wizard.

Lamp Oil Refill
130 Gold Coins
This Bottle holds enough Oil to refill a Lantern. The refilled
Lantern will last for the duration of one quest.

Morning Star
600 Gold Coins
This powerful whip-mace gives you the attack strength of 4
Combat Dice. This enables you to attack diagonally. May not
be used by the Wizard.

Whip
450 Gold Coins
This whip gives you the attack strength of 3 Combat Dice.
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A Message from Mentor

he mayor of the small village of Walachia has heard of your heroic victories.
He calls you to come to his aid because many villagers have been found
dead in extremely strange circumstances. Many of the victims were
maidens. He suspects a feudal lord who has arrived recently to the area and
has been building a castle on the top of the mountain north of the village. His name is
Sir Ulad Tepeist. Sir Ulad has also built a fortress and the mayor is afraid that he is
planning an invasion. Finally, the mayor tells of an old man who says that this man is
The Son of the Dragon, because he saw him throwing fire to set huts aflame. If you can
find the murderer and bring him back, dead or alive, the mayor will give you 1000 Gold
Coins. You decided to go to the home of the old man. He tells you, "There is a prophecy
that says he would come to bring the world into the darkness with his evil powers and
only a special weapon can defeat him."

Mentor

Quest Map Guide
The Quest map symbols are color-coded to help you guide the Heroes through these Quests. Here’s
what the various map symbol colors mean.

Gold: This color is used to highlight traps that the Heroes can detect by searching.

Light Green: This color is used to highlight traps and other hazards that the Heroes can
neither see nor detect by searching.

Dark Green: This color is used to highlight monster symbols. See the Monster Chart on
the previous page for actual symbols.

Turn page for Quest 1
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Quest 1

The Fortress
“All day you have been buying supplies and getting
ready. Night has now fallen and you decide to enter
the fortress of Sir Ulad. The fortress is the entrance to
his lands. Be careful, it may contain a heavily armed

force preparing for an invasion.”

NOTES:
The first Hero who searches the room for treasure will find a
dagger on the Weapons Rack.
The desk is trapped with a poisonous gas trap. If a Hero
searches for treasure before disarming the trap, they will
lose 2 Body Points of damage. Also, there are 100 Gold
Coins on the Alchemist’s Bench.
Each chest contains 50 Gold Coins.
The stairway is the exit from the quest.

Wandering Monster in this Quest:

Skeleton
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Quest 2

Dark Forest
“In front of you is the Dark Forest. You wait several
hours until sunrise to gain more visibility in the dark
wood. Once the sun rises, you put on your gear. You
recall what the old man spoke, a weapon that can

vanquish Sir Ulad Tepeist, Son of the Dragon. Be
careful, this is a very dense forest and may hide
dangerous bands of thieves and Goblins.”

NOTES:
At the beginning of the Quest, place only tile 2 (Forest Tile) on the board. Place
the other tiles when a Hero steps onto them.
Due to the dense forest, the following rules apply:
1. When moving across squares with trees and brush, movement is
reduced to ½ for all Heroes and Monsters (rounded up), except for
the Elf and Goblins.
2. Trees hinder line-of-sight for spells and ranged attacks. All defensive
rolls are increased by one die.
3. There is a new action in this quest: Climb Up/Climb Down a tree.
For all Heroes and Monsters, except for the Elf and Goblins,
if they choose to climb up or down a tree, it is the only action they can
perform during a turn. The Elf and Goblins can climb up or down a tree
AND perform another action as well. Characters in trees have no
hindered line-of-sight for ranged attacks or spells, except for those that
are still hidden. Characters on the ground can attack characters in trees
only with a ranged attack, or spell and vice-versa. The target adds 1
die for defense as stated in rule #2.
4. When Heroes search for treasure or traps, they are searching the
square they are in and all 8surrounding. All these squares must be free of
monsters for the Hero to search
. 5. If a Hero is adjacent to a hidden monster, they must roll a Red Die.
On a roll of 1 they are ambushed and roll 1 less defend die because
of the surprise.

Wandering Monster in this Quest:

This is the starting point of the quest.
These two Fimir have crossbows like the ones described in the
Armory and may attack Heroes in adjacent squares as usual.
Heroes may take the crossbows after the Fimir are killed.
Each of these Goblins have 5 daggers that they may throw. Don't
forget to keep one for the adjacent attacks. After the Heroes kill
them, they may take any remaining daggers.
The first Hero who searches for treasure will find 5 daggers, 100
gold coins and a Potion of Healing which will restore up to 4 lost
Body Points when consumed.
When a Hero passes this line at any point, place him on the “3”
square.
Each chest has 50 Gold Coins and a Potion of Healing, which will
restore up to 4 lost Body Points.

Goblin
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NOTES (Continued):
Heroes may not pass over the line marked “G” because the
forest is very dense here.
Heroes have full movement on the trail, but must stay in
single file (no two Heroes may be side by side). The Heroes
must stay on the squares that have the trail on them to be
considered on the trail. If a Hero strays off the trail, they are
in the forest and reduced to half movement.
If a Hero falls in this pit trap, they can't attack because they
fall into the river. Characters in the river can attack and can
be attacked only with ranged weapons.
If a Hero searches for treasure, place tile #6 (Druid's Altar)
on the board. Place the Heroes on this tile. Heroes cannot
enter the circle of stones.
Wandering Monster in this Quest:

If a Hero searches for treasure, read:
"Suddenly the sun falls through the trees, lighting the center
of the altar. A Druid appears and gives you the Star Stone.
He says, 'This is the only weapon that can cause harm to the
Son of the Dragon. We have kept it for many years, waiting
for this day. Use it wisely.' The Druid then hands you a
map showing you the location of the Cave of Death. He
tells you that the cave contains a secret entrance into Sir
Ulad Tepeist's Castle. After that, the druid disappears."
Give the searching Hero the matching Artifact Card for the
Star Stone. This is the end of this quest.
WEREWOLF:
Movement Attack
10
2
Goblin

Defend
1

Body
3

Mind
1

5

Quest 3

The Cave of Death
“In the deep forest you have encountered the entrance
to the Cave of Death, a place from which nobody has
ever returned. In accordance with the Druid's map,
this cave has a tunnel that will lead you into Sir Ulad

Tepeist's Castle. You must find that tunnel in order to
get into the castle.”

NOTES:
Due to the darkness of the Cave, the Heroes require a
lamp to see.
This door is locked. The Heroes must find a key to unlock
this door. Only the Hero with the Key tile may unlock the
door. The Heroes cannot break down the door or use any
spell to open or get around the door.
Read the following to the first Hero who enters this room:
"When you enter the room you can see two chests. Beside
the chests you see three skeletons that seem to be the
remains of three thieves. Suddenly the Skeletons awaken and
come to life. They say: ‘Destroy us that we may rest in
peace.’”

Wandering Monster in this Quest:

The first Hero who searches the room for treasure will find a
Potion of Healing on the Alchemist’s Bench which will
restore up to 4 lost Body Points.
The first Hero who searches the room for treasure will find
the key that opens the locked door at “A”. Give the Key tile
to the Hero who finds it. The two mummies are guardians.
They have 1 Mind Point, but the rest of their stats are the
same as regular Mummies.
Ask the Heroes if they wish to pry open the tomb. If they
do, they will discover the secret entrance to the castle.

Giant Rat
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Quest 4

The Dungeons
“You have entered the tunnel that leads into the
Castle. This tunnel ends in a cell. You must go out to
surprise Sir Ulad Tepeist.”

NOTES:
The Heroes start the Quest here. Tell the Heroes that the
door is locked; however, it looks weak and maybe it could
be broken down. The door can be broken down with 3 hits.

This is Mullthor, Chief of the Dungeon Guards. The
stairway is the exit from this quest; it leads to an upper level
of the Castle. Mullthor's stats are as follows:

The first Hero who searches for treasure will find a
Broadsword on the weapons rack exactly like the one
described in the Armory.

Movement
4

Attack
4

Defend
4

Body
4

Mind
3

Both the treasure chests have poisonous gas traps. If a Hero
searches for treasure before the traps are disarmed, he will
lose 1 Body Point. The first chest contains 50 Gold Coins.
The second; a Potion of Healing which will restore up to 4
lost Body Points when consumed.

Wandering Monster in this Quest:

Zombie
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Quest 5

Assault within the Castle
“You are in the main hall of the Castle, now you must
destroy Sir Ulad's army before they notice your
presence.”

NOTES:
The Heroes begin their Quest on these stairs.

damage and then move them back one square.)

The first Hero who searches the room for treasure will find a
Potion of Healing which will restore up to 4 lost Body
Points when consumed. He also discovers a purple potion
which will restore the number of Body Points equal to a roll
of one red die (1d6).

The first Hero who searches the room for treasure will find
50 Gold Coins.

The weapons rack has a poison needle trap. If a Hero
searches for treasure before the trap is disarmed, he will lose
1 Body Point. The weapons rack holds a Battle Axe like the
one described in the Armory, however, the axe is locked in
place on the rack; the Hero requires the Bronze Key to
unlock the Axe. (The Bronze Key is located on the right side
of the map, but the square has a Falling Block Trap on it. If
a Hero steps into this square before the trap is disarmed, the
rocks will fall, destroying the key. Have the Hero roll for
Wandering Monster in this Quest:

This is a Gargoyle Warrior who says: "You shall pay for
coming here. You have destroyed the Son of the Dragon's
army, but this is not enough to stop me. I shall lead the Son
of the Dragon to conquer the land. I have killed many
warriors in battle, and I shall defeat you."
The Gargoyle has the following stats:
Movement Attack
Defend
Body
Mind
6
4
4
5
4
When the Gargoyle Warrior has been defeated, the Fountain
drains, revealing a passage to another level of the castle.
Fimir
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Quest 6

Dragon’s Rage
“Once you have defeated Sir Ulad Tepeist's army, you
must find the tower where he hides and destroy him in
order to free Walachia.”

NOTES:
The two Chaos Warriors in this room are Doomguard. The tomb is
trapped with a poisonous gas trap. If a Hero searches for treasure
before the trap is disarmed, he will lose 2 Body Points and also
awaken a Mummy. The tomb contains a Potion of Healing which
will restore the number of Body Points equal to the roll of 1 Red
Die (1d6). Finally there are 100 Gold Coins in the coffins.
Sir Ulad Tepeist stands on the square marked with the Chaos
Warlock icon. When the first Hero enters this room, read the
following text: “You have caused me many troubles. Even though
you are mighty warriors, that will not matter, for I shall drink your
blood and life energy because I am Dracul - Yes, in your mother
tongue my name means Son of the Dragon. I shall reign over all
the empires of the world and then darkness shall cover the earth.”
Sir Ulad knows the Chaos Spells: Fear, Command, Firestorm
and Lightning Bolt. During his Movement Phase he can move
through any Hero, but must end his turn in an empty square. Ulad
is able to animate the 2 lion statues in the room; use Giant Wolf

Wandering Monster in this Quest:

figures to represent the lions. The lions have the same stats as
Orcs. Sir Ulad can only be harmed by the Star Stone. His stats are
as follows:

Movement
8

Attack
2

Defend
6

Body
5

Mind
7

Once Sir Ulad Tepeist has been defeated, read the following
conclusion:

After Sir Ulad Tepeist has been killed, you exit the castle
and set it on fire. A few days later you arrive back in
Walachia where the mayor gives you the 1000 Gold Coins
he promised and thanks you for bringing peace to the
village. Now you shall return to the Empire, satisfied you
have ended the Son of the Dragon's reign of terror.
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For ages this ancient artifact was
secretly hidden by Druids.
It gives you the ability to attack
powerful dark creatures with 2
Combat Dice from two squares
away.
It should be used wisely; if you use it
to attack a normal monster, it will
lose all of its powers after one
attack, becoming useless forever.

Giant Rat

The Son of the Dragon

4

BODY
POINTS

Chaos Doomguard

Sinhue Baez © 1999

8 4(2) 4

MOVEMENT ATTACK
DICE
SQUARES

Chaos Archer

Star Stone

Hero Quest and the HeroQuest logo are trademarks of the Milton Bradley Corporation, a subsidiary of Hasbro,
©2011, in association with Games Workshop ©1988-1993. All rights reserved. Use of its theme and images in
this document is not intended as a challenge or threat to their copyright. This document is made available
exclusively for private, in-home use and is not permitted to be altered or sold, in whole or part, for profit.

Maps & Icons generated with HeroScribe
Special Thanks to:
Quest written by Sinhue Baez, © 1999
Tiles created by Ron Shirtz © 1998
Re-created with limited permission

This file is permitted to be hosted
at the following website(s):

Agin’s Inn

